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WARNING: READ BEFORE USING YOUR PLAYSTATION®2 COMPUTER 
ENTERTAINMENT SYSTEM. 
Avery small percentage of individuals may experience epileptic seizures 
when exposed to certain light patterns or flashing lights. Exposure to certain 
patterns or backgrounds on a television screen or while playing video 
games, including games played on the PlayStation 2 console, may induce 
an epileptic seizure in these individuals. Certain conditions may induce 
previously undetected epileptic symptoms even in persons who have no 
history of prior seizures or epilepsy. If you, or anyone in your family, has an 
epileptic condition, consult your physician prior to playing. If you experience 
any of the following symptoms while playing a video game — dizziness, 
altered vision, eye or muscle twitches, loss of awareness, disorientation, 
any involuntary movement, or convulsions — IMMEDIATELY discontinue use 
and consult your physician before resuming play. 


WARNING TO OWNERS OF PROJECTION TELEVISIONS: 
Do not connect your PlayStation 2 console to a projection TV without first 
consulting the user manual for your projection TV, unless it is of the LCD 
type. Otherwise, it may permanently damage your TV screen. 


USE OF UNAUTHORIZED PRODUCT: 

The use of software or peripherals not authorized by Sony Computer 
Entertainment America may damage your console and/or invalidate your 
warranty. Only official or licensed peripherals should be used in the 
controller ports or memory card slots. 


HANDLING YOUR PLAYSTATION 2 FORMAT DISC: 

e This disc is intended for use only with PlayStation 2 consoles 

with the NTSC U/C designation. 

Do not bend it, crush it or submerge it in liquids. 

Do not leave it in direct sunlight or near a radiator or other source of heat. 
Be sure to take an occasional rest break during extended play. 

Keep this compact disc clean. Always hold the disc by the edges and 
keep it in its protective case when not in use. Clean the disc with a lint- 
free, soft, dry cloth, wiping in straight lines from center to outer edge. 
Never use solvents or abrasive cleaners. 
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Set up your PlayStation@2 computer entertainment system according to the instructions in its 
Instruction Manual. Make sure the MAIN POWER switch (located on the back of the console) is 
turned ON. Press the RESET button. When the power indicator lights up, press the OPEN button 
and the disc tray will open. Place the Micro Machines v4 disc on the disc tray with the label side 
facing up. Press the OPEN button again and the disc tray will close. Attach game controllers and 
other peripherals, as appropriate. Follow on-screen instructions and refer to this manual for 
information on using the software. 


To save game settings and progress, insert a memory card (8MB)(for PlayStation@2) into 
MEMORY CARD slot 1 of your PlayStation@2 system. You can load saved game data from the same 
memory card or any memory card (8MB)(for PlayStation@2) containing previously saved games. 


The (DUALSHOCK@) analog controller and the digital controller are not supported by this title. 
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The biggest small car racing is back with Micro Machines v4. Choose froma single player or multiplayer 
challenge. Race on your own in micro tournaments - or against your friends in a one on one or team 
game. Featuring super-charged Power-Ups for an even greater experience - with lots of chances to 
gain ground and win the race. Customize the track, the camera, and the AI options for an enhanced 
experience. Unlock the secrets that made v3 the success that it was. 


Add to all of this collectability and trading that allows you to build your own personal fleet of 
Micro Machines. 


You can access all available game modes from the main menu. 


Single Player 


Choose to play against up to three computer controlled players. 
See Single Player described later in the manual. 


Multiplayer 


Play against up to three of your friends. You can fill up empty slots with computer-controlled players 
for a greater racing challenge. See Multiplayer described later in the manual. 


Shared Controllers 


Set-up Shared Controllers for Multiplayer 


Options 


Alter various options within the game ~ see Options described later in the manual. 


Player Profile 


When loading the game for the first time, enter single player mode and create a new profile. 
Your profile will contain information on your game progression as well as your Vehicle Collection. 


Creating a New Profile 


First select “Create New Profile”. Next enter a three character name for yourself, and then select ‘Ok’. 
You will then be asked if you wish to save your profile. 


Loading your profile 


You can load any of the profiles stored from this screen each time you play the game. 


Ina Single Player race choose from the following options: 


Micro Tournaments 
Choose easy, medium or hard difficulty and race through tournaments against AI opponents. 
Unlock new cars and tracks as you progress. 


Practice 


Choose to play a quick battle against AI players or challenge yourself to a time trial on any of the 
unlocked courses. 


Extra Options 
Power-Ups Al Difficulty 
Toggle On/Off /Crazy. Choose the level of difficulty for 
the AI players. 


Number of Opponents 
Select the number of opponents 
to race against. 


Track Editor 


Create your own route through three Micro Machines environments which you can use to race on in 
multiplayer games. 


Garage 
Enter your own personal garage and view the cars you have unlocked throughout single and 
multiplayer game modes. 


Profile 


Make changes to your profile and change specific options. 


Connect with your PSP™ system to unlock data. See PlayStation@2 to PSP™ system connectivity, 
described later in the manual. 


Use bonus codes and unlock the secrets for an enhanced gameplay experience. 


To start, a player must first select Multiplayer from the Main Menu and all players then sign in using 
a unique profile. 


Ina Multiplayer race, choose from the following options: 


All-Against-All 


The first player to fill up their points bar is the winner. 


Team Game 


Join forces and conspire to defeat the opposing team. The first team to fill their points bar is the winner. 


At the beginning of the race you decide if you want to Play for Fun or Play for Keeps. See Collectability 
and Trading described later in the manual. Select a track to race on, and customize your race options 
as follows: 


. 


Extra Options in Multiplayer 


Power-Ups 
Toggle explosive Power-Ups On/Off/Crazy. 


Out of point Power-Ups 
Allows players to influence the game, even if they've been eliminated from the point! 


Number of Opponents 
Select the number of opponents to race against. 


Al Difficulty 
Choose the level of difficulty for the AI players. 


You can access your Garage and the Track Editor from the Multiplayer menu, in the same way as 
you can in the Single Player game. Accessing the Track Editor in Multiplayer will allow you to play 
on tracks that you created in the single player made. 


To start, select Shared Controllers from the Main Menu and all players then sign in using 
a unique profile. 


Ina Shared Controllers race, choose from the same options as Multiplayer race. 


The following options can be changed by selecting Options from the Main Menu. 


Load Option File 


From here you can load your previously saved options. 


Save Option File 


Choose to save your recently selected options. 
} 


Sound 


Adjust various sound levels within the game. 


Camera 


Micro Machines v4 has three camera settings to choose from, one as a bonus, each providing different 
racing experiences! 


Dynamic . 


Micro Machines v4’s new dynamic camera anticipates the turns! 


Classic 


A return to Micro Machines v3, the fixed camera means you have to drive up the screen as well as 
down! A completely different challenge! 


Retro 

The original Micro Machines camera, a top down view and only selectable in the Bonus menu with 
the correct bonus code. You can also unlock this camera by successfully completing the Legend 
Division in the Micro Tournaments 


Toggle On/Off. 


Screen Positions 


Adjust the settings to your preference. 


Credits 


View the names of the people who worked on Micro Machines v4. 


THE GAME SCREEN 


The following icons provide feedback whilst playing the game 


Shows the number of laps completed so far 


Shows your current position in the race 


Indicates the total race time that has elapsed 


6 6 686 


Shows the total race points you have during the 
course of the race. 


There are various objects to pick up within the game, each with their own use: 


Dice Bombs 


4 explosive dice shaped mines that can be 
dropped behind you, exploding on contact 
witha car. 


Disciple 


A homing missile that targets the 
current leader. 


Machine Gun 


An auto-aiming machine gun that causes 
damage whilst making the target car more 
difficult to control. 


Daisy Cutter 


Two explosive bombs that detonate on impact 
behind you. 


Cremator 


A rear-firing flamethrower. 


Pea Shooter 


A rear-firing cannon. 


Plasma Gun 


A forward firing plasma gun that can be shot in 
single blasts or charged up by holding the fire 
button; devastating on impact! 


Full Health 


Restores your car to full health. 


Equalizer 


Averages out all of the cars’ health. 


Gives a small health boost to your car. 


Hammer 


Attaches to the cars roof and hammers targets 
directly in Front of your car; a clean strike can 
be deadly! 


Shocker 


A weapon that fires a stream of electricity into 
nearby cars causing damage. 


fron Rain 


A cluster-missile that shoots forwards 
and explodes into a shower of smaller 
bombs on impact. 


Sonic Boom 


A powerful weapon that fires a sonic pulse 
around your car, damaging any other car in 
its radius. The closer the enemy, the more 
damage is done. 


Missile 


Three non-homing front-firing missiles. 


Double Damage 


Multiplies the damage done by your currently 
equipped weapon by two. 


Ammo Refill 


Refills your currently equipped weapon. 


Micro Machines v4 includes 750 individual vehicles for you to collect. Vehicles can be acquired by 
progressing through the single player game. 


Vehicles are arranged into Classes and Box Sets. A Class of vehicle is a group of similar cars. 
They are the same in their handling attributes but different in their look. 


Classes include Rally, Classic, Street Racer, Hot Rod and many more! Each of these Classes has 30 
unique vehicles for you to collect. These are organized into 6 box-sets, with each Class having 3 
common box-sets, 2 special box-sets and 1 rare box set. As you progress through the game you can 
try to Fill up your collection! 


To help to complete your collection, you can also trade vehicles in your garage with other players. You 
might find that you have 2 of the same vehicle, or just a vehicle you don’t particularly like. You can swap 
these with Friends. 


There are three trading types. 


Quick Trade 


This quickly finds the two ‘traders’ duplicate vehicles and suggests that they swap these to their 
mutual benefit. 


Onti-Trade 


This allows traders to select some criteria for the kinds of trade they wish to make and generates 
a swap suggestion. 


Custom Trade 


Scan through the other person's collection, looking for vehicles they have which you don't. Players can 
build up a ‘Wish List’ of vehicles they would like to acquire which the game then uses to suggest trades. 
Players have the option of accepting or skipping the trades. 


Connect your PSP™ system to your PlayStation@2 and select “Data Link” from the Profile Manager 
to unlock additional tracks. Your PSP™ system version will gain tracks that were previously only seen 
on PlayStation@2 and the PlayStation@2 version will gain tracks that were previously only seen on 
PSP™ system. 


These additional tracks can be used in Multi-Player or Single-Player / Practice. 


Note: A copy of Micro Machines v4 on both PlayStation@2 and PSP™ system is required as well as a USB 
cable designed to connect the PSP™ system and PlayStation@2.. 
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The Codemasters Software Company Limited 
Software license Agreement 


IMPORTANT - READ CAREFULLY: THE ACCOMPANYING PROGRAM (WHICH 
INCLUDES COMPUTER SOFTWARE PROGRAM, THE MEDIA AND RELATED 
DOCUMENTATION IN PRINTED OR ELECTRONIC FORM) IS LICENSED TO 
YOU ON THE TERMS SET FORTH BELOW, WHICH CONSTITUTES A LEGAL 
AGREEMENT BETWEEN YOU AND THE CODEMASTERS SOFTWARE 
COMPANY LIMITED. (“CODEMASTERS”). BY USING THE PROGRAM, 
YOU AGREE TO BE LEGALLY BOUND BY THE TERMS OF THIS AGREEMENT 
WITH CODEMASTERS. 


THE PROGRAM is protected by the copyright laws of the United States, 
international copyright treaties and conventions and other laws. The 
Program is licensed, and not sold, and this Agreement confers no title or 
ownership to the Program or any copy thereof. 


1. Limited Use License. Codemasters grants you the non-exclusive, non- 
transferable, limited right and license to use one copy of the Program 
solely for your personal use. 


2. Ownership. All intellectual property rights in and to the Program 
(including but not limited to video, audio and other content incorporated 
therein) and title to any and all copies thereof are owned by Codemasters 
or its licensors, and you receive no right or interest therein other than the 
limited license in paragraph 1 hereof. 


YOU SHALL NOT: 
* Copy the Program. 


* Sell, rent, lease, license, distribute or otherwise transfer or make 
available to any other person the Program, in whole or in part, or use the 
Program or any part thereof in any commercial context, including but not 
limited to use in a service bureau, “cyber cafe”, computer gaming center 
or any other commercial location in which multiple users may access the 
Program. Codemasters may offer a separate Site License Agreement to 
permit you to make the Program available for commercial use; see the 
contact information below. 


* Reverse engineer, derive source code, modify, decompile, disassemble, 
or create derivative works of the Program, in whole or in part. 


* Remove, disable or circumvent any proprietary notices or labels 
contained on or within the Program. 


* Export or re-export the Program or any copy or adaptation in violation of 
any applicable U.S. export restrictions or other laws or regulations. 


UMITED WARRANTY. Codemasters warrants to the original consumer 
purchaser of the Program that the recording medium on which the Program 
is recorded will be free from defects in material and workmanship for 90 
days from the date of purchase. If the recording medium of a product is 
found defective within 90 days of original purchase, Codemasters agrees to 
replace, free of charge, such product within such period upon its receipt of 
the Product, postage paid, with proof of the date of purchase, as long as the 
Program is still being manufactured by Codemasters. In the event that the 
Program is no longer available, Codemasters retains the right to substitute 
a similar program of equal or greater value. This warranty is limited to 
the recording medium containing the Program as originally provided by 
Codemasters and is not applicable and shall be void if the defect has arisen 
through abuse, mistreatment, or neglect. Any implied warranties prescribed 
by statute are expressly limited to the 90-day period described above. 


EXCEPT AS SET FORTH ABOVE, THIS WARRANTY IS IN LIEU OF ALL 
OTHER WARRANTIES, WHETHER ORAL OR WRITTEN, EXPRESS OR 
IMPLIED, INCLUDING ANY WARRANTY OF MERCHANTABILITY, FITNESS 
FOR A PARTICULAR PURPOSE OR NON-INFRINGEMENT, AND NO OTHER 
REPRESENTATIONS OR CLAIMS OF ANY KIND SHALL BE BINDING ON OR 
OBLIGATE CODEMASTERS. 


When returning the Program for warranty replacement please send the 
original product disks only in protective packaging and include: (1) a 


photocopy of your dated sales receipt; (2) your name and retum address 
typed or clearly printed; (3) a brief note describing the defect, the problem(s) 
you encountered and the system on which you are running the Program; (4) 
if you are returning the Program after the 90-day warranty period, but within 
‘one year after the date of purchase, please include check or money order 
for $15 U.S. currency per CD or floppy disk replacement. Note: Certified 
mail recommended. 


Send to: 


Warranty Replacements, Codemasters Inc., P.0. Box 1875, Radio City 
Station, New York, NY 10101-1875. 


LIMITATION ON DAMAGES. IN NO EVENT WILL CODEMASTERS BE LIABLE 
FOR SPECIAL, INCIDENTAL OR CONSEQUENTIAL DAMAGES RESULTING 
FROM POSSESSION, USE OR MALFUNCTION OF THE PROGRAM, INCLUDING 
DAMAGES TO PROPERTY, LOSS OF GOODWILL, COMPUTER FAILURE OR 
MALFUNCTION AND, TO THE EXTENT PERMITTED BY LAW, DAMAGES FOR 
PERSONAL INJURIES, EVEN IF CODEMASTERS HAS BEEN ADVISED OF THE 
POSSIBILITY OF SUCH DAMAGES. CODEMASTER'S LIABILITY SHALL NOT 
EXCEED THE ACTUAL PRICE PAID FOR THE LICENSE TO USE THIS PROGRAM. 
SOME STATES/COUNTRIES DO NOT ALLOW LIMITATIONS ON HOW LONG 
‘AN IMPLIED WARRANTY LASTS AND/OR THE EXCLUSION OR LIMITATION OF 
INCIDENTAL OR CONSEQUENTIAL DAMAGES, SO THE ABOVE LIMITATIONS 
AND/OR EXCLUSION OR LIMITATION OF LIABILITY MAY NOT APPLY TO YOU. 
THIS WARRANTY GIVES YOU SPECIFIC LEGAL RIGHTS, AND YOU MAY HAVE 
OTHER RIGHTS WHICH VARY FROM JURISDICTION TO JURISDICTION. 


TERMINATION. Without prejudice to any other rights of Codemasters, this 
Agreement will terminate automatically if you fail to comply with its terms 
and conditions. In such event, you must destroy all copies of the Program 
and all of its component parts. 


U.S. GOVERNMENT RESTRICTED RIGHTS. The Program and documentation 
have been developed entirely at private expense and are provided as 
“Commercial Computer Software” or “restricted computer software.” Use, 
duplication or disclosure by the U.S. Government or a U.S, Government 
subcontractor is subject to the restrictions set forth in subparagraph 
(c)(1)(i) of the Rights in Technical Data and Computer Software clauses in 
DFARS 252.227-7013 or as set forth in subparagraph (c)(1) and (2) of the 
Commercial Computer Software Restricted Rights clauses at FAR 52.227- 
19, as applicable. The Contractor/Manufacturer is Codemasters Inc., P.0. 
Box 1875, Radio City Station, New York, NY 10101-1875. 


INJUNCTION. Because Codemasters would be irreparably damaged if the 
terms of this Agreement were not specifically enforced, you agree that 
Codemasters shall be entitled, without bond, other security or proof of 
damages, to appropriate equitable remedies with respect to breaches of 
this Agreement, in addition to such other remedies as Codemasters may 
otherwise have under applicable laws. 


INDEMNITY. You agree to indemnify, defend and hold Codemasters, its 
partners, affiliates, contractors, officers, directors, employees and agents 
harmless from all damages, losses and expenses arising directly or 
indirectly from your acts and omissions to act in using the Product pursuant 
to the terms of this Agreement. 


MISCELLANEOUS. This Agreement represents the complete agreement 
conceming this license between the parties and supersedes all prior 
agreements and representations between them. It may be amended only by 
awriting executed by both parties. If any provision of this Agreement is held 
to be unenforceable for any reason, such provision shall be reformed only to 
the extent necessary to make it enforceable and the remaining provisions 
of this Agreement shall not be affected. This Agreement shall be construed 
under California law as such law is applied to agreements between California 
residents entered into and to be performed within California, except as 
governed by federal law and you consent to the exclusive jurisdiction of the 
state and federal courts in Los Angeles, California. 


If you have any questions concerning this license, you may contact Codemasters at: 
The Codemasters Software Company Limited, PO Box 6, Royal Leamington Spa, Warwickshire, CV47 2ZT, United Kingdom. 
Tel: +44 1926 814132 Fax: +44 1926 817595 
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In your game, go to your Profile, Select Bonus and write down the 
Access Code. You need this to access the Bonus Codes. 


Log on or call the Hintline on the number above and follow the directions 
to the Micro Machines v4 area. 


When requested, enter the Access Code you obtained in Step 1. 


2 
3 
4 


If you’re buying the Codes online ($5.49 paid by credit card / PayPal), 
the full set will be emailed to you. If you are calling the Hintline, write 
down the codes as they are read to you; you can access as many or as few 
Bonus Codes in one call as you like. 


5S To unlock the Bonuses, go to the Bonus screen, select the bonus you wish 
to activate and enter the Code/s you've been given. 


* Requires touch tone telephone and Micro Machines v4 save file. 
IMPORTANT: Bonus Codes supplied are unique to your console, game and Memory Card (8Mb) 
(for PlayStation®2) save files. 
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